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NET GAME SYSTEM, PROCESSING METHOD FOR PLAYING NET GAME, AND 
COMPUTER-READABLE STORAGE MEDIUM FOR STORING PROGRAM FOR 

PLAYING NET GAME 

BACKGROUND OF THE INVENTION 

1. Field of the Invention 

The present invention relates to a game system technology whereby 
member players may play various games, including role-playing with the aim of 
achieving a set game goal, in a game space furnished on a server and accessible 
from players' data terminals via a network. 

2. Description of the Related Art 

To date, there are known in the art competitive games in which players use 
networkable data terminals (such as personal computers) to compete directly with 
one other or participate, via the network, in a same given stage in a sports, 
fighting or war game. In the area of role-playing games in which players assume 
roles of virtual actors in the game in order to participate in a virtual experience, 
there are also known character-training games, in which specific aptitudes of the 
players' virtual actors are improved through training and through competition with 
other virtual actors. 

Also known are character-training games in which a number of aptitude 
parameters are set for each virtual actor, and players are posed various questions 
and prompted to respond and select selection branches; the skill parameters of a 
virtual actor associated with a player are modified in various ways depending on 



the appropriateness and content of these responses, to provide different character- 
training results among computer-controlled virtual actors. 

In such games played over a network, game participants may be recruited, 
for example, by means of a game introduction page or the like accessible on a 
server, or by means of articles appearing in gaming magazines. 

Conventional approaches that rely on a game introduction page or articles 
in gaming magazines have limited efficiency as a method for recruiting 
participants; particularly for games that are played most effectively with a large 
number of participants, the issue of how to recruit players is an important one. 

SUMMARY OF THE INVENTION 

With the foregoing in view, it is an object of the present invention to 
provide a net game system that, taking note of the fact that a game has a 
predetermined game goal, is intended to effectively increase the number of 
members by furnishing, by way of a means for achieving the goal of the game, a 
referral mode for recruiting non-members; a processing method for playing a net 
game; and a computer-readable storage medium for storing a program for playing 
a net game. 

The invention relates to a net game system for playing a game with the aim 
of achieving a predetermined goal of the game, said game being played, via 
monitor-equipped data terminals operated by member players, in a game space 
provided on a game server, while in communication with the game server on a 
network, said system comprising: recruiting generating means for generating 
recruiting, said information including information specifying a member player, in 
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the event that said game server receives from said member player referral 
information specifying the mail address of the data terminal of a non-member 
player; enrollment processing means for performing enrollment processing upon 
receiving job application information from said non-member player in response to 
recruiting information sent to the mail address of said non-member; and advantage 
conferring means for conferring to the referring member player advantages useful 
in achieving the goal of said game in the game. 

According to the arrangement described hereinabove, monitor-equipped 
data terminals are operated by member players to communicate for the purpose of 
playing a game with the aim of achieving a predetermined goal of the game, on a 
game server located on the network, and in a game space provided on the game 
server. In one mode of the game, or in an additional mode, in the event that the 
game server is sent by a member player referral information specifying the mail 
address of the data terminal of a non-member player, the game server, upon 
receipt thereof, generates recruiting information including information specifying a 
member player, and sends the recruiting information to the mail address of the 
non-member. Upon receiving from the non-member job application information in 
response to the recruiting information, the game server performs enrollment 
processing. After completing enrollment processing, advantages useful in 
achieving the goal of the game in the game are conferred to the referring member 
player. 

These and other objects, features, and advantages of the present invention 
will become more apparent upon reading of the following detailed description 
along with the accompanied drawings. 



BRIEF DESCRIPTION OF THE DRAWINGS 

Fig. 1 is a system diagram of a character-training game system pertaining 
to the invention; 

Fig. 2 is a block diagram of the server schematic; 

Fig. 3 is a diagram of stored contents of personal data; 

Fig. 4 is a table diagram of increment/decrement parameter value settings 
for different job duty modes, wherein (Fig. 4A) is a diagram of employee mode 
(job duties) and (Fig. 4B) is a diagram of president mode (job duties); 

Fig. 5 is a diagram depicting game play from start to finish of the game; 

Fig. 6 is a diagram depicting temporal transitions from initial enrollment by 
a virtual company to retirement; 

Fig. 7 is a flow chart showing the process from the start of the game to 
enrollment by a virtual company; 

Fig. 8 is a screen shot of the process for seeking employment; 

Fig. 9 is a screen shot of the process for seeking employment; 

Fig. 10 is a screen shot of the core procedure when "go to office" is 
selected; 

Fig. 11 is a game screen shot of the procedure; 

Fig. 12 is a screen shot for notification of an internal decision; 

Fig. 13 is a diagram depicting the processing steps for performing among 
players for duties of a virtual one-month period (actually one day) of a virtual 
individual who is an employee at a virtual company; 
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Fig. 14 is a screen shot showing game play when "(1) work" has been 
selected; 

Fig. 15 is a screen shot showing game play procedure when "(3) social life" 
has been selected; 

Fig. 16 is a screen shot showing game play procedure when "(4) after 5" 
has been selected; 

Fig. 17 is a screen shot showing game play procedure when "(5) refresh" 
has been selected; 

Fig. 18 is a table diagram of promotion condition scoring; 

Fig. 19 is a screen shot of game play procedure during promotion testing; 

Fig. 20 is a diagram showing a type of mode which is a management mode 
of a virtual company by a president, description thereof, and parameter 
increment/decrement ranges; 

Fig. 21 is a diagram showing game play procedure in "refer friend" mode, 
one exemplary employee, president job duty mode; 

Fig. 22 is a diagram showing game play procedure for solicitation; and 

Fig. 23 is a diagram showing the procedure for notifying a referrer (player) 
that a friend has been hired. 

DESCRIPTION OF THE PREFERRED EMBODIMENTS 

Fig. 1 is an overall schematic diagram of a character-training game system 
as an embodiment of the net game system of the invention. The server 1 for 
performing processing pertaining to the game is situated on a network, namely, 
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the Internet 2. A terminal device, namely, a cell phone 3 can communicate with 
server 1 by connecting to the Internet 2 via a provider 3A who is a contracting 
mobile communications company. In the present invention, formats by similar or 
different mobile communications companies may be employed. 

Turning now to a description of the outline of the content of the character- 
training game, a game space established on server 1 and serving as a virtual 
"company" is accessed from the cell phones 3 of players who wish to participate in 
the game, and receives registration of virtual "employees" (virtual individuals). 
Server 1 for example periodically distributes a predetermined number of question 
sessions to cell phones 3 of virtual employees, i.e. players, and requests responses. 



*j Server 1 performs character-training processes, such as promoting and demoting 

virtual employees within the virtual company on the basis of the content of player 



ju responses. Depending on the content of responses to distributed questions, a 

q virtual employees may advance to replace the current president -a virtual 

m 

?g employee corresponding to another player. 



Fig. 2 is a block diagram of the server schematic. 

Server 1 comprises a control portion 10, which is composed of a 
microcomputer or the like for executing the game; a database portion 11 for 
storing various game data; and a program storage portion 12 for storing the 
control program of the character-training game. 

Database portion 11 comprises a company data storage portion 111 for 
storing data relating to a virtual company; an personal data storage portion 112 
for storing information relating to virtual individuals associated with players; a 
question storage portion 113 for storing various questions consisting of queries 
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and question information in multiple choice format, etc. relating to interests and 
presented in a format that requests response from players; a parameter storage 
portion 114 for storing in table format parameter values set in association to 
responses (answers) to questions and incremented or decremented, scores 
(parameter values) for promotion conditions for various duties, and parameter 
values for company management modes indicating company management 
conditions after promotion to president;, and an event storage portion 115 for 
storing various random event information, as well as a enrollment-related 

r* information storage portion 116 for storing referral guide information, recruitment 
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information, standardized documents such as standard formats for reports, etc. 

Company data storage portion 111 stores a plurality of virtual company data 
comprising various categories of business, and includes as virtual company data 



^ the name of the president, total assets, number of employees, as well as "star" 

U ratings that indicate a popularity index and trust. Popularity index and trust are 

m 

g reflected in parameter values set at the time of enrollment and in 



increment/decrement parameter values. 

Personal data storage portion 112 stores, for each virtual individual, 
information relating to a virtual individual, and set with reference to a the e-mail 
address of the player's cell phone 3 and the unique verifying ID of the cell phone 3, 
as shown in Fig. 3. The nickname shown in Fig. 3 is the name of the virtual 
individual associated with the player. Parameter attributes relating to character- 
training are "physical strength", "intelligence", "conduct", "charm", "fortune", 
"trust", "love" and "independence"; initial values are set depending on the results 
of the health check, etc., described later, performed as part of the enrollment 
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process. Information such as "nickname" and "sex" is collected from the player 
during the enrollment process, and registered. Other stored personal information 
includes position, i.e., eight ranks ranging from ordinary employee to manager, 
chief clerk, section head, department head, managing director, executive director, 
and president; and current parameter values. A dedicated e-mail box for the game 
is assigned, for use in subsequent e-mail exchanges. 

Question storage portion 113 stores questions presented to applicants 
during the admission test and questions posed to employees (including the 
president), from various standpoints relating to guide information specifying 
response method, etc.; stored problems prompt for response to question 
information relating to health and aptitude, question information relating to 
general knowledge (business manners, current buzzwords, etc.), and, optionally, 
question information in multiple choice format, etc. relating to hobbies and 
interests. 

Parameter storage portion 114 is in the player-selectable, job duty- 
tabulated form shown in Fig. 4. Where attribute parameters for each job duty — 
"physical strength", "intelligence", conduct", "charm", "fortune", "love" and 
"independence" — match correct or predetermined responses to questions, 
cumulative increment/decrement parameter values are set. Fig. 4A shows the 
employee mode (job duties): "work", "gather information", "social life", "after 5", 
"refresh" "change jobs" and "refer friends". Where a virtual employee has the 
same type of cell phone 3 as the virtual current president (this can be determined 
from the unique verifying ID, etc.), this has the advantage that one extra 
parameter point is added. Fig. 4B shows the president mode (job duties): "work", 
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"gather information", "promote/demote", "meeting", "after 5", "refresh" and "refer 
friend". 

Event storage portion 115 stores information relating to "salary negotiation", 
"independence", "bankruptcy" and "special advancement". 

Enrollment-related information storage portion 116 stores referral guide 
information and recruiting information, shown in Figs. 21 and 22, as well as 
standardized documents such as standard formats for reports, etc., shown in Fig. 
23. 

Control portion 10 comprises a game play processing portion 100, a 
question generating portion 101, a character-training process portion 102, a 
monitoring portion 103, a permission portion 104, a transmitting/receiving portion 
105, a enrollment-related information generating portion 106, a enrollment process 
portion 107, and a report generating portion 108. 

Game play processing portion 100, in response to access from a cell phone 
3, transmits an introductory game screen and displays a selectable menu. In 
response to a menu select operation and subsequent access by a player, it 
determines and manages the content of each access, as well as executing data 
management processes and display screen distribution processes in response to 
access content, on the basis of the game program. 

Question generating portion 101 executes the necessary question 
generation processes at the time of enrollment (this may be of one type), and 
question generation processes after enrollment. Questions distributed after 
enrollment are generated through selection from among a multitude of questions 
according to a predetermined rule, or randomly. As post-enrollment question 
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presentation is performed a plurality of times, in preferred practice, questions 
submitted to virtual individuals will be managed such that the same question is not 
distributed repeatedly to the same virtual individual, for example, by excluding 
previously submitted questions from the question selection process during the 
second and subsequent rounds. A question generated by question generating 
portion 101 is distributed upon access from a cell phone 3; a predetermined 
number of questions, for example one or three questions, are displayed in order in 
response to a single access. 

Character-training process portion 102 receives a response to a question 
posed (submitted) to cell phone 3, receives a response to a question posed 
(submitted) at the enrollment decision and after hiring, and executes a process for 
adding increment/decrement parameter values to current parameter values, as well 
as determining whether the cumulative parameter values meet a predetermined 
condition. If the predetermined condition is met, a problem submission process for 
promotion is executed. In "refer friend" game mode, if the referral is successful, 
uniform values equal to 10% of the current parameter values shown in Figs. 4A 
and 4B are calculated, and these values are added to current parameter values. 
The rate of increase is set to differ between Figs. 4A and 4B. 

Monitoring portion 103 has an internal clock function, and manages game 
play from a temporal standpoint. For example, if there is no access within a 
predetermined period of time, this is considered to be an unexcused absence, and 
if a series of unexcused absences should occur, a disciplinary process performed, 
followed by a termination process. The termination process is a process whereby, 
for example, data for the virtual individual in question is deleted from the personal 
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data storage portion 122, etc. The invention may be implemented in similar 
fashion for a typical virtual organization other than a virtual company, with hiring 
and dismissal processes for hiring and dismissal being performed in a similar 
manner. 

Permission portion 104 determines if a parameter acquired by a virtual 
individual has reached a promotion condition, or if a certain score —described 
later— for conferring the opportunity to succeed the current president has been 
reached, and if reached, instructs the question generating portion 101 to generate 
a question for promotion. The generated question is distributed to the cell phone 

P 3 of the virtual individual by transmitting/receiving portion 105. 

N j Transmitting/receiving portion 105 transmits to the question to be 

q to a predetermined function portion. 

GO 

□ Enrollment-related information generating portion 106 performs an input 



distributed and all other information to cell phone 3 via the Internet 2, as well as 
receiving access and response data from the cell phone 3 and transferring the data 



receiving process to a screen (see Fig. 21) for performing referral information 
input guidance that allows an existing employee to indicate a mail address for the 
data terminal of a non-employee, and a process for generating recruiting 
information (see Fig. 22) that includes information specifying the employee player. 
This recruiting information is transmitted to the cell phone 3 of the non-employee. 

Enrollment process portion 107 performs a process for jumping to 
introductory screen Gl (see Fig. 8) when a solicitation is accepted, i.e. "wish to 
apply" is selected from the screen displayed on the m monitor of the non- 
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employee's cell phone 3, shown in Fig. 22, and a process for informing the report 
generating portion 108 of the acceptance of the offer. 

Advantage conferring portion 108 receives enrollment verification 
information from the enrollment process portion 107, and, by way of a useful 
advantage in achieving the goal of the game, performs a process to calculate 
uniform values equal to 10% of current parameter values and add these to current 
parameter values for the virtual individual who is the referring employee player. 

Report generating portion 109 receives enrollment verification information 
from the enrollment process portion 107 and generates screen information, shown 
in Fig. 23, and transmits this to the referring player. 

Fig. 5 is a diagram depicting game play from start to finish of the game. 
Game play is time-managed within the virtual company; positions ranging from 
ordinary employee to department head, managing director, executive director, and 
president are set; and players retire on the 60th day after the game starts (i.e., 
typically the hire date), at which point the game ends. During this period, players 
aim to advance to president seven times. The game period is composed of a first 
stage —from enrollment to department head- and a second stage of advance from 
executive to president, and management of the company. 

Fig. 6 is a diagram depicting temporal transitions from initial hiring by a 
virtual company to retirement. A 60-day period —the actual number of days from 
the hire date to retirement— corresponds to 5 years in virtual time. That is, during 
each virtual time of 1 year (actually 12 days), a salary negotiation event is 
provided by way of a random event. The first day of the game period corresponds 
to the first month of virtual time; in this game, to repeat a process corresponding 
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to a mode (job duties), described later, four times a day is set as a condition for 
handling employment (job duty) history. 

Fig. 7 is a flow chart showing the process from the start of the game to 
hiring by a virtual company. Figs. 8 and 9 are screens at points in time. When a 
new player accesses the server 1 (STEP ST1), the introductory screen Gl shown in 
Fig. 8 is displayed. This introductory screen Gl shows the game title and 
communication items, below which is displayed selection branches of links to other 
pages. All players begin the game from this introductory screen Gl. The new 
player selects "go to office". The game play processing portion 100 searches 
registered unique verifying IDs to determine whether the unique verifying ID of the 
accessing cell phone 3 is present in the personal data storage portion 112, and if 
the unique verifying ID is not present in the database 210, it treats the player as a 
new player. 

Next, in order to register the monitor of the player's cell phone 3 as being 
color display-capable or monochrome, a question screen G2 is displayed to prompt 
the new player for a response. The content of the response is stored in personal 
data storage portion 112, as information appended to the unique verifying ID of 
the player's cell phone 3, and subsequently, display information transmitted from 
server 1 to this cell phone 3 is transmitted as color information in the registered 
format. 

Next, game play processing portion 100 reads virtual company data 
registered in the company data storage portion 111, as well as transmitting a 
virtual company selection screen G3 for display on the monitor of cell phone 3, in 
order to prompt the player to select a first choice and a second choice of a virtual 
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company to apply to (STEP ST2). Prior to selecting virtual companies, a desired 
occupation input screen G4 is displayed; pulling down the menu and inputting the 
title of the occupation from the displayed occupation enables display, at the 
player's request, of a list of virtual companies, for reference in virtual company 
selection, to prompt the player to select a desired company from the list. After 
making the selection from the selected screen G5, a description of the virtual 
company is displayed. As shown on screen G6, the displayed description includes 
the name of the president, capital (president's assets), number of employees, and 
a popularity index. If desired, a second choice for virtual company to apply to can 
be selected as shown in screen G7. 

After selecting the desired virtual company(s), if only a first choice has been 
made, the system returns to the introductory screen Gl when, for example, "OK" is 
indicated from the confirmation screen G8. 

Next, if "go to office" is selected, a screen G9 notifying the start of an 
employment aptitude test, shown in Fig. 10, is displayed, and under operation by 
the player proceeds to a screen G10 having entry fields to prompt entry of the 
virtual individual's nickname and entry of sex and selection in the entry fields on 
the screen. When the required entries have been completed, it moves to screen 
Gil, where a true-or-false selection format question is displayed and response is 
prompted. A predetermined number of selection format questions —for example, 
30 questions— are given. When responses to all questions have been completed, 
the contents of the responses are sent back to the server 1 and captured by the 
game play processing portion 100. Next, questions to be given in a health check 
(STEP ST4) are transmitted to cell phone 3, and proceeds to the health check. 
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Fig. 11 is a game screen shot of the health check procedure. The health 
check is conducted in multiple choice format, and a screen G12 of content 
consistent with a typical health check is displayed; in the present embodiment, 6 
questions are given. Upon completion, the content of the responses to the 
questions are captured by the game play processing portion 100, after which a 
final screen G13 is displayed, followed by return to introductory screen Gl, at 
which point the connection is terminated. The character-training process portion 
102 then performs an evaluation of aptitude, performs a hiring decision (decision 



jj* result, aptitude, exam results), and distributes the results in an e-mail to the cell 

H phone 3 of the player (STEP ST5). 

j. j As for Fig. 12, if the decision is to hire, content simulating an internal 

U 

j=y decision and an annual salary are displayed on a screen G14 showing an internal 

p. 

j.4 decision, a character decision result and employee manual are provided, and 

H 

p personal information previously entered by the player is taken from primary 

C3 

Q memory and placed in personal data storage portion 112 for personnel purposes. 

Fig. 13 is a diagram depicting the processing steps for performing among 
players for duties of a virtual one-month period (actually one day) of a virtual 
individual who is an employee at a virtual company. 

When the player accesses server 1 from his cell phone 3 (STEP ST11) he is 
considered to have begun employment (normal duties) at the virtual company. 
The monitoring portion 103 uses an internal clock 1031 to monitor on a daily basis 
whether there has been access from the virtual individual. If there has been no 
access for four consecutive days, an e-mail urging the employee to show up for 
work is sent to the virtual individual, and if it is confirmed that there has been no 
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access for a subsequent three consecutive days, information relating to the virtual 
individual is deleted from the personal data storage portion 112, i.e. his standing 
as an employee of the virtual company is revoked. At this time, character-training 
process portion 102 may perform a process to decrement predetermined parameter 
values by predetermined values. 

If, on the other hand, there is access from the player, the question 
generating portion 101, if a certain condition (described later) has been met, sets 
a random event, and transmits the content thereof from the transmitting/receiving 
portion 105 to the player's cell phone 3 (STEP ST12). That is, every five days 
starting from the hire date, a "salary negotiation" event is generated, in the event 
that the "independence" parameter has reached 100, a "go independent" event 
may be randomly generated, in the event that "trust" parameter of the president 
has reached 0, a "bankruptcy" event is generated, and for employees whose 
parameters are low relative to the number of days elapsed since the hire date, a 
"special advancement" event is generated with high probability. A "special 
advancement" event randomly promotes an employee to a position at least two 
ranks or more higher, and changes parameter values to reflect the higher position. 

Turing now to a description of the various random events, in "salary 
negotiation" event, there is displayed an input screen the includes the screens 
"OK", "further negotiation" and "resolve"; if "further negotiation" is selected, an 
amount may be entered in the Desired Amount field. This event is resolved within 
a range of ±20% of the offered amount; the resolution factor depends on the 
magnitude of the "fortune" and "love" parameters. 
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In an "go independent" event a document indicating going independent is 
displayed; selecting "Next" is considered as going independent, whereupon a select 
occupation field, a company name entry field, and a select properties field are 
displayed. The desired contents can be selected and entered and when "next" is 
selected, there is displayed a screen showing one becoming the first president of a 
company. By this process, a new virtual company is generated and registered in 
the company data storage 111, and data for the virtual individual in the personal 
data storage portion 112 is recorded (transferred) as the president of the newly 
established virtual company. After transfer, data for the virtual individual in the 
personal data storage portion 112 is deleted. In this system, the number of virtual 
companies may be limited to a predetermined number, such as 50, for example. In 
this case, going independent will be enabled on a first-come basis. 

The game play processing portion 100 can display a list of newly established 
virtual companies to players seeking employment in the manner noted above. For 
a predetermined period of time after a company is set up, a startup firm mark or 
the like —functioning as a sort of "now hiring" mode— may be displayed as well. 
From the standpoint of proper play of the game, the game play processing portion 
100 monitors whether a predetermined number of employees have joined the 
within a predetermined time interval, and if it is less than this predetermined 
number, it is judged to be a failed venture. The cell phone 3 of the president of 
the virtual company is notified of this fact, and the virtual company registration 
data is deleted from the company data storage portion 111. 

In a "bankruptcy" event, the employing virtual company is merged with 
another virtual company, at which point in time the game is over for the player 
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serving as president. Employees of the bankrupt virtual company assume positions 
that are lower by one rank, and parameters are lowered to reflect this. 

With any type of random event, once the event is completed the system 
moves to a mode select screen (STEP S13). The question generating portion 101 
generates a question appropriate for the selected mode, which is displayed on the 
cell phone 3 monitor. 

Fig. 14 is a screen shot showing game play when the question "(1) work" 
has been selected on the mode select screen. In this mode, questions posed 
relate mainly to business manners. In mode select screen G21, selecting "(1) 
work" leads to screen G22; in screen G22, the period since being hired, current 
position, and a heart mark which indicates a "physical strength" parameter (where 
the physical strength parameter value is 71 -100 the display is as shown in screen 
G22; where the physical strength parameter value is 31 -70, it is shown as a 
halved mark; and where the physical strength parameter value is 0 -30, no mark is 
shown) are displayed at the top, and a question —in multiple-choice format for 
example- is shown at the bottom. The character-training process portion 102 
receives a response from cell phone 3 and, on the basis of the table shown in Fig. 
4A, determines increment/decrement parameters if the answer is correct, and 
indicates this on a commentary screen (screen G23) from the question generating 
portion 101. If the response is incorrect, the character-training process portion 
102 determines increment/decrement parameters for an incorrect answer, and 
indicates this on a commentary screen (screen G24) from the question generating 
portion 101. The character-training process portion 102 adds (updates) the 
determined increment/decrement parameters to the corresponding current 
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parameters in the data for the virtual individual associated with the cell phone 3. 
Next, a second question is posed (screen G25) and a similar response process is 
performed. Three questions are posed during each single access; these make up 
one question session. 

If "(2) gather information" is selected from the mode select screen, game 
play is analogous to that with "(1) work". Here, questions posed relate mainly to 
business manners relating to current buzzwords. The character-training process 
portion 102 determines if responses from the cell phone 3 are correct or incorrect, 

hit 

U and depending on the result determines parameter change values determined on 

P 

P the basis of the table shown in Fig. 4A and adds these to current parameters for 

N 

Sj the personal data. This "(1) work" and "(2) gather information" are designed to 

W 

fjj mainly be reflected in parameters for promotion. 

Fig. 15 is a screen shot showing game play procedure when "(3) social life" 

M 

£3 has been selected in mode select screen G31. In this mode there is one question, 

CO 

£3 for example, relating to hobbies or interests, etc. and shown on question screen 

h* 

G32 as multiple-choice format. In the example of screen G32 there are three 
choices; depending on the selection branch selected, commentary is provided (in 
actual practice content is different for each) as shown in screens G33, G34 and 
G35, and increment/decrement parameters and values thereof are also indicated 
on the basis of the table shown in Fig. 4A. For each branch, prescribed values are 
set in a range which allows increment and decrement. The character-training 
process portion 102 adds the provided increment/decrement values to parameter 
values for personal data. Increment/decrement values can be 
incremented/decremented within the ranges shown in the table of Fig. 4A, and 
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may be set randomly each time. The system then returns to mode select screen 
G36. 

Fig. 16 is a screen shot showing game play procedure when "(4) after 5" 
has been selected. When this mode is selected, the system moves randomly from 
screen G41 to, for example, a karaoke pub, movie theater, bar, restaurant, English 
conversation school or other game scene (screen G42), after which predetermined 
values are randomly set within the parameter increment/decrement ranges shown 
in table of Fig. 4A, or predetermined increment/decrement values are set for each 
game scene, and optionally displayed on the monitor, as well as being added to 
current parameters for personal data. 

The game play processing portion 100, regardless of whether or not of the 
same virtual company (or within the same virtual company), determines if other 
virtual individuals are simultaneously present in the same game scene, and if 
present, always or randomly performs a process for becoming acquainted with one 
or a plurality of virtual individuals, i.e. displays to this effect on the monitor 
(screen G43), as well as adding information specifying the virtual individual(s) 
displayed on the monitor to the "friend list" or the virtual individual of personal 
data storage portion 112. Screen G44 notifies of addition of to the friend list. 

As a process for making a friend, virtual individual mailboxes are provided 
for oneself and the friend on server 1. A similar display and process are done for 
the befriended individual. In each game scene, on the assumption that the virtual 
individual cannot be contacted until returning home (to a virtual home), the 
monitoring portion 103 monitors the time from a clock 1301 and prohibits access 
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from the cell phone 3 of the virtual individual in question for a predetermined time 
interval (at least for within one day of the current time). 

Fig. 17 is a screen shot showing game play procedure when "(5) refresh" 
has been selected in mode select screen G51. In this mode, e-mails are sent with 
the aim of exchanging information with a friend acquired in "(4) after 5"; when this 
mode is selected, the monitor mode select screen G51 shows a friend and message 
input screen G52. Selectable content includes "(1) send", "(2) information", "(3) 
break off relationship", etc. Here, through menu operation inspection of one's own 
friend list is allowed, and it is allowed to enter the name of a desired friend 
therefrom, and also to input a message. After message input, when "(1) send", for 
example, is indicated, the game play processing portion 100 performs a process to 
deliver the mail to the mailbox of the recipient and displays to this effect on screen 
G53. Selecting OK returns one to the mode select screen G54. 

In this way, information exchange with virtual individual friends is enabled 
via a mailbox. "(2) information" is a process for inspecting contents sent from 
others to one's own mailbox, at message input is not required at this time. "(3) 
break off relationship" is a process for deleting information for a friend with whom 
one wants to break off the relationship from "friend list" in one's own personal 
data; when the game play processing portion 100 receives a break off relationship 
instruction for the name of friend entered from screen G52, it deletes from "friend 
list" in the indicated personal data the information for the entered friend, as well 
as similarly deleting from the personal data for the deleted virtual individual data 
for the virtual individual who has instructed to break off the relationship. When 
this mode is selected, predetermined increment/decrement values are set for 
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parameters indicated in the table in Fig. 4A, except for the "physical strength" 
parameter, and the "physical strength" parameter is randomly set within an 
increment/decrement range, or a preset increment/decrement value is set in 
response to selected content, and optionally displayed on the monitor, as well as 
being added to the current parameters for personal data. 

In this way, processes "(1) work" -"5 refresh" are completed (STEP S14), 
and the results are updated in the personal data storage portion 112 of the 
database 11. 

As an additional process performed by the character-training process 
portion 102, there may be provided a "switch job" mode among the selectable 
modes (not shown in Fig. 4A). In this mode, there is first displayed a screen for 
inputting the company one wishes to switch to; the president of the virtual 
company entered by the player is checked, it is checked whether [the player] is 
present in the president's "friend list", and if present, an unconditional job switch 
(i.e. without testing) process is performed. Optionally, a process to raise the 
position at the new company by one and to increase parameters to appropriate 
values may be added. The game play procedure for the selected mode "refer 
friend" will be described later. 

In the present embodiment, game play processing portion 100, by way of 
checking the content of e-mails sent to the mailbox, is provided with a prohibiting 
(character check filter process) function for refusing input of inappropriate 
characters and terms. Since characters are processed through conversion to 
character codes, a list of prohibited character codes can be stored in memory, and 
character codes entered by a player checked, prohibiting entry of characters 
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corresponding to matching codes, and informing the player to this effect. 
Alternatively, a process whereby after entry has been received, a check is 
performed to determined if prohibited characters are contained, and if contained, a 
display mode for notifying to this effect performed, and partial correction allowed 
through known "delete" and "insert" processes in character input. Besides 
characters, terms may be stored in the form of a list of combinations of a plurality 
of codes, and checked in similar fashion. 

In this game, information conversion relating to mail addresses is prohibited, 
so input of terms or single-bytes required to indicate a mail address is prohibited. 
Also, there is also had a list of characters and terms for indicating current location 
name and date/time, and input thereof is prohibited. This assures that morality is 
maintained by players participating in the game and among players. 

Next, in STEP ST15, it is determined whether the number of one-day modes 
has reached the fourth one, and if the forth one has not been completed, the 
system returns to STEP ST13 and enables a subsequent mode indication operation 
in the desired manner. If the fourth one has completed (yes in STEP ST15), a 
process for paying virtual salary is performed (STEP ST16), and upon completion of 
one month of service in virtual time, the balance in the money data portion of 
virtual individual data is updated. Players are notified of the details of virtual pay 
by a simulated pay stub distributed by e-mail. 

Next, a determination is made as to whether the content of parameters of a 
virtual individual, stored in the parameter storage portion 114, have reached the 
promotion condition score shown in Fig. 18, and cleared the promotion condition 
(STEP ST17). The permission portion 104 reads current parameters acquired by 
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the virtual individual and current position information from the personal data 
storage portion 112, calculates a score from current parameter values, and if the 
computed score has not reached the promotion condition score, assumes that one 
month -in game time- has been completed (STEP ST18) and terminates the first 
access. If, on the other hand, the computed score has reached the promotion 
condition score, execution of a process for a promotion test is allowed and is 
executed (STEP ST19). Once the promotion test is completed, the game play 
processing portion 100 temporarily cuts the connection and distributes a pass/fail 
result from the server 1 after a predetermined time interval (STEP ST20). 

As shown in Fig. 18, the promotion condition score, where the current 
position is, for example "manager", is when the total of the average value of the 
"intelligence" parameter value and the "conduct" parameter value, and 10% of the 
"fortune" parameter value is equal to 301 or above. In the promotion test, in the 
process of aiming to advance through seven levels from ordinary employee to 
president, during advancement up to department head, questions relating to 
business manners and current buzzwords are posed, whereas during advancement 
in the executive ranks from managing director to executive director, questions 
relating to management, etc. are posed. In the present embodiment, questions 
are posed in multiple choice format, but in order to avoid a loss of game interest 
due to the ability of players to discern a pattern for correctly answering questions, 
in promotion tests for advancement to the executive ranks, correct answer 
numbers corresponding to selection branch numbers for each question are varied 
randomly for each question. With this arrangement, by pre-associating correct 
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responses and incorrect responses with questions, a correct response selection 
branch can be indicated even if selection branch numbers are modified. 

Where current positions is "managing director" or "executive director", the 
chance for promotion to "president" is allowed; in this case the promotion 
condition score will be determined no through comparison of one's own parameter 
values with predetermined values, but by the relationship with parameter values 
for the current president one is aiming to replace, as described hereinbelow. 

Fig. 19 is a screen shot of game play procedure during promotion testing at 

q STEP ST19. 

£3 

q First, screen G61 is displayed, and the player is prompted to respond 

N 

\j whether or not to take the promotion test. If "(2) not this time" is selected, the 

U 

fjj system goes through STEP ST20 and terminals this operation process. "(2) not 

a 

M this time" may be extended up to three times, and in this case the passing line in 

□ the next promotion test for the same position is lowered by a predetermined value 

eg 

□ to make promotion easier. On the other hand, if "(1) take the test" is selected, 

u 

screen G62 is displayed and promotion test guidance is performed. 

Here, when "(1) next" is selected, a first question, for example, as a 
question in multiple-choice format, is displayed as shown in screen G63. Here, 
when any selection branch is selected and a response entered, next, it is 
determined if 10 questions have been completed (STEP ST21). If 10 questions 
have not been completed, display of the order of the questions up to 10 is 
performed (STEP ST21). If 10 questions have been completed, completion of the 
promotion test is guided, and after a predetermined time interval —one hour in the 
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present embodiment— there is displayed a message that the candidate will be 
notified of the pass/fail decision, and the connection is cut. 

The character-training process portion 102, if the number of correct 
answers determined from the content of the responses to the 10 questions is 
above a certain number of questions, for example, all correct or 8 correct, 
determines a passing grade, and if not determines a failing grade, and modifies the 
appropriate parameters. In the event of a passing grade, the position is promoted 
by one rank; in the event of all correct answers, promotion by two ranks is 
possible. Besides the number of correct answers, the magnitude of the "fortune" 
parameter may be taken into consideration in the pass/fail decision. After one 
hour has elapsed since cutting the connection, the pass/fail decision result is 
distributed from the server 1 (STEP ST20). Screen G65 is an exemplary screen 
thereof, and is a distributed screen when the promotion test has been passed. 

Appointment to president —the ultimate level of promotion— is constituted 
such that selection from among executives —including managing and executive 
directors— is performed through one-time selection at predetermined intervals —in 
the present embodiment, every week in actual time— by the character-training 
process portion 102, and at this time the opportunity to replace the president is 
presented. It is managed by the game play processing portion 100 such that the 
number of executives is 10% of the whole company. The character-training 
process portion 102, using as decision elements average values for parameter 
values of the evaluation target values of "intelligence", "conduct" and "charm", and 
the parameter values of "love" and "fortune", determines whether the values 
exceed values for the president, and if they do exceed performs a process for 
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replacing the president. If the president is replaced, a name change function of 
the game play processing portion 100 confers permission to change the name of 
the virtual company for the new president and displays a new company name input 
screen (not shown). Company name change is optional (it may be changed or 
not); whether made or not, employees and executives —other than the new 
president— are sent mail under the original company name or new company name, 
to the effect that the president has been replaced. 

As indicated in Fig. 4B, which shows the type of modes which are 

*K& 

«g management modes of the virtual company by the president, descriptions thereof, 

h 

p and parameter increment/decrement ranges, the president's job duty modes, in 

contrast to the employee duty modes shown in Fig. 4A, include, in place of the 

Li 

[=y "social life" employee duty mode, a promote/demote mode giving the president 

M authority to promote and demote other employees, and meeting mode allowing him 

M 

□ to summon employees. 

eg 

p Fig. 20 is a diagram showing game play procedure in "3. promote/demote" 

mode, as an example of a duty mode performed by the president. 

If there is access from a cell phone 3 of a virtual individual, the game play 
processing portion 100 searches the personal data storage portion 112 and 
performs a determination from the unique verifying ID of the accessing cell phone 
3 whether or not it is the president. If it is the president, a president duty mode 
selection screen G71 is displayed. When in response to this screen "3. 
promote/demote" is selected, a screen G72 for instructing "promote/demote" is 
displayed. From this screen, designation of a target employee can be made 
randomly, or through a manual operation by the player from an employee list 
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viewable only by the player who is the president, as well as guiding input of 
comments, and receiving input of desired content, in this embodiment, content 
such as "rise quickly to management". Next, when "(1) promote" is instructed, the 
character-training process portion 102 designates the relevant virtual individual 
from the personal data storage portion 122 and sends to the cell phone 3 of the 
virtual individual screen information of message content indicating a pre-prepared 
commendation (STEP ST31), as well as displaying, as in screen G73, content to the 
effect that promotion and commendation have been sent to the employee, on the 
monitor of the president's cell phone 3. The character-training process portion 102, 
during completion of the process of this duty mode, executes a process to add the 
increment/decrement parameters shown in Fig. 4B to current parameter values. 
Parameters having increment/decrement ranges (e.g. the "fortune" parameter) are 
decided randomly, whereby the "promote/demote" mode is terminated. 

Fig. 21 is a diagram showing game play procedure in "refer friend" mode, 
one exemplary employee, president job duty mode. This process, in contrast to 
the case of the other duty modes described above, is basically not limited as to 
number, but a limit may be provided if needed. 

When a player selects "refer friend" in screen G21 (screen G71 in the case 
of the president), the game play processing portion 100 reads the enrollment guide 
screen from the enrollment-related information storage portion 116 and transmits 
it to the cell phone 3 of the player via the transmitting/receiving portion 105. In 
the input guide frame of screen G81 the player enters the referred friend's name, 
mail address, and an optional message (hereinafter termed referral information) 
according to a character input procedure using the keypad of the cell phone. The 
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input content is displayed on screen G81, as well as being transferred to a back 
screen G82 as a form summarizing the input content; when confirmed from screen 
G81, back screen G82 is displayed. The player verifies the content of the display 
on screen G82, and if the content is correct, instructs it to be sent. The 
enrollment-related information generating portion 106, upon receiving the input 
content, reads a form -stored in enrollment-related information storage portion 
116- that reports that a recommendation has been sent, and sends this back to 
the cell phone 3 of the player (screen G83). Here, indicating "0" returns it to the 
title screen (G21, G27). Recruiting is performed essentially right after the post- 
recommend friend process, it may be performed after a predetermined time 
interval or at periodic time intervals, for example. 

Fig. 22 is a diagram showing game play procedure for solicitation. The 
enrollment-related information generating portion 106 extracts from personal data 
storage portion 112 the referring person's name, virtual company, position etc. in 
the previously received referral information, and generates a solicitation screen 
G91 comprising solicitation information, which is sent to the mail address of the 
recommended person via the transmitting/receiving portion 105. This screen G91 
solicits participation in the game, and the text thereof includes the referring 
individual, virtual company to which he or she belongs, and position, as well as the 
name of the recommended individual, and a URL address in server 10 for jumping 
to the game. By entering this URL one may jump to the game by means of the 
enrollment process portion 107, and display of screen G92 is performed. Further, 
by selecting "wish to apply" in screen G92 it proceeds to the game introductory 
screen (screen Gl). In this way, by linking the recruiting screen G91 and game 
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URL address, it becomes easy to go to the game introductory screen (screen Gl). 
By including referring individual information in the recruiting screen G91, the 
referred individual can easily determine who has made the referral. 

When a referred individual indicates intent to apply for the job and 
subsequently passes a predetermined admission test, the advantage conferring 
portion 108 calculates, on the basis of the table in Fig. 4A (or Fig. 4B) 10% of 
parameter values for the virtual individual who is the recommending player. 
Specifically, advantage process portion 109 calculates 10% of the values of the 

p attribute parameter values of the corresponding personal data, and adds the 

□ 

p results of the calculations to the corresponding parameter values. Or, current 

S! 

parameters may be updated by multiplying each by a factor of 1.1. In this way, by 

U 

fy means of "refer friend" mode, one's own parameters may be upped. The 

5 

advantage is not limited to %; as in duty mode, numerical values are acceptable as 

M 

O well. 

CO 

□ Since the virtual company of the referring individual is displayed on input 

( u 

solicitation screen G91, for a new player desiring to join a company, preferred 
practice is to perform an order switching process —by means of enrollment process 
portion 108 (or game play processing portion 100) so that in a list display of 
occupations and virtual company names (shown in Figs. 8 and 9) the occupation 
and virtual company name of the referrer are placed at the top of the list. At the 
time of hiring by the same company as the referrer, the advantage conferring 
portion 108 ups by a predetermined percentage greater than. 10%. 

Fig. 23 is a diagram showing the procedure for notifying a referrer (player) 
that a friend has been hired. When a referred individual indicates intent to apply 
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for the job and subsequently passes a predetermined admission test, the report 
generating portion 109 generates a report like that shown in screen G101, and 
transmits it to the cell phone 3 of the recommending player via the 
transmitting/receiving portion 105. In screen G101, the total number of pages of 
the report are displayed on the second line, below which is shown the number of 
the current page. By selecting "read", one moves to screen G102, the report of 
the current page number is displayed, here, the new employee introduction screen. 
In screen G91, the name is "Yoshitsugu", but at the time of enrollment it is 
determined that the name has been registered as "Yoshipy." Selecting "next" 
moves one to the screen Gl title screen. 

Returning to screen G101, "business card folder 3/15" indicates that where 
friends can be guaranteed up to a maximum of 15 cards, currently the third 
individual is displayed. Directly below is a field in the displaying the name of the 
current, i.e., third individual. Further, "(1) report" below means to send mail to 
the player whose name is currently displayed, and "(2) view business card" means 
to view personal information (virtual company name, position, and other content 
similar to that of an actual business card), and "(3) discard business card" means 
to break the relationship with the currently displayed friend. 

The server 1 statistically evaluates personal data relating to all virtual 
individuals, especially parameter values acquired by each virtual individual, 
executes an evaluation for each virtual company, and creates a ranking for all 
companies. This information is provided upon request from a player. 

In the present embodiment, the target players are mainly unemployed 
students and members of society, and through the game it is possible to acquire as 
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useful information the content of promotion tests such as businessman aptitude 
tests and business manners. In order to promote a desire to continue the game, 
there may be provided a function whereby rewards —such as music that can be 
used as a ringer sound for the player's cell phone 3, or images (so-called 
wallpaper)— can be distributed to players who have succeeded in advancing. 

In the present embodiment, as shown in Fig. 1, cell phones 3 with data 
transmission capability are used as the data terminals used by players, but it would 
be possible to use as a data terminal a portable data terminal (PDA) 31, or a data 
terminal 3' of a different model, and capable of data transmission via a different 
provider 3B. 

Further, where a president is still in office upon retirement (in actual time, 
60 days from the hire date), the game play processing portion 100 stores the 
president's name in past president storage portion. If a virtual employee so 
desires, or by selecting as a mode a mode wherein one goes to the president's 
office, it is possible to view stored personal data for past presidents. 

"Refer friend" mode is not limited to the character-training game of the 
present embodiment, and is implementable in net games of various kinds. 
Examples are war games, quiz games, etc. utilizing a network. Each game has an 
establish game object, and players compete with the aim of achieving that object; 
this "refer friend" mode, by conferring advantages useful in achieving the goal of 
the game when recruitment has been successful, provides game play from a wider 
viewpoint and expands the scope of application. 

In "refer friend" game mode, the design may be such that a predetermined 
admission test is passed. 



32 



P904US 



In summary, the present invention relates to a net game system for playing 
a game with the aim of achieving a predetermined goal of the game, said game 
being played, via monitor-equipped data terminals operated by member players, in 
a game space provided on a game server, while in communication with the game 
server on a network, said system comprising: recruiting generating means for 
generating recruiting, said information including information specifying a member 
player, in the event that said game server receives from said member player 
referral information specifying the mail address of the data terminal of a non- 
member player; enrollment processing means for performing enrollment processing 
upon receiving job application information from said non-member player in 
response to recruiting information sent to the mail address of said non-member; 
and advantage conferring means for conferring to the referring member player 
advantages useful in achieving the goal of said game in the game. 

The invention also relates to a processing method for a net game for 
playing a game with the aim of achieving a predetermined goal of the game, said 
game being played, via monitor-equipped data terminals operated by member 
players, in a game space provided on a game server, while in communication with 
the game server on a network, said method comprising the steps of: generating 
recruiting information, said information including information specifying a member 
player, in the event that said game server receives from said member player 
referral information specifying the mail address of the data terminal of a non- 
member player; performing enrollment processing upon receiving job application 
information from said non-member player in response to the recruiting information 
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sent to the mail address of said non-member; and conferring to the referring 
member player advantages useful in achieving the goal of said game in the game. 

In addition, the present invention also relates to a computer-readable 
storage medium for storing a net game play processing program for playing a 
game with the aim of achieving a predetermined goal of the game, said game 
being played, via monitor-equipped data terminals operated by member players, in 
a game space provided on a game server, while in communication with the game 
server on a network, comprising the steps of: generating recruiting information, 
said information including information specifying a member player, in the event 
that said game server receives from said member player referral information 
specifying the mail address of the data terminal of a non-member player; 
performing enrollment processing upon receiving job application information from 
said non-member player in response to recruiting information sent to the mail 
address of said non-member; and conferring to the referring member player 
advantages useful in achieving the goal of said game in the game. 

According to the inventions recited in the above, there is provided a referral 
mode for recruiting non-members, by way of a means for achieving the goal of the 
game, and member players who provide referrals are conferred advantages useful 
in achieving the goal of the game during the game, whereby the number of 
members may be increased efficiently. 

In the aforementioned net game system, referral information may include 
the mail address of the data terminal of a non-member. In addition, in the 
aforementioned processing method for a net game, the referral information also 
may include the mail address of the data terminal of a non-member. Similarly, in 
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the computer-readable storage medium for storing a net game play program, 
wherein the referral information may include the mail address of the data terminal 
of a non-member. With these arrangements, mail addresses are included for non- 
members who are not participating in the game at all. According to the inventions 
with the aforementioned features, mail addresses are included for all non-members 
not participating in the game whatsoever. 

In the aforementioned net game system, it may further comprise report 
generating means for generating a report informing the referring member player 

q that the non-member referred by him or her has been hired. In addition, in the 

O 

p aforementioned net game system, the report informing that the non-member 

N 

referred by him or her has been hired can be generated and sent to the referring 

W 

S = y member player. Moreover, in the aforementioned computer-readable storage 

B 

j*£ medium for storing a net game play program, a report informing that the non- 

C3 member referred by him or her has been hired can be generated and sent to the 

m 

£3 referring member player. With these arrangements, a report informing that a 

referred non-member has been hired is generated, and the report is sent to the 
referring member player, thereby notifying him or her that enrollment has occurred. 
According to the inventions with the above features, there is performed generation 
of a report notifying that a referred non-member has been hired, and this report is 
sent to the referring employee player, informing him or her of the admission. 

In the net game system, the goal of the game can be for a score 
accumulated in the course of game play to reach a predetermined value, and the 
advantage conferring means may add a predetermined score to the member player. 
In addition, in the aforementioned net game system, the goal of the game can also 
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be for a score accumulated in the course of game play to reach a predetermined 
value, and the useful advantage can be addition of a predetermined score to the 
member player. Moreover, in the aforementioned computer-readable storage 
medium for storing a net game play program, the goal of the game can be for a 
score accumulated in the course of game play to reach a predetermined value, and 
the useful advantage can be an addition of a predetermined score to the member 
player. With these arrangements, as the goal of the game is for a score 
accumulated in the course of game play to reach a predetermined value, the useful 

p advantage is addition of a predetermined score to the member player. According 

Q 

Q to the inventions with the above features, as the object of the game is for the 

SI 

SI cumulative score to reach a predetermined value in the course of game play, the 

w 

fU advantage conferred to referring players is addition of a predetermined score. 

h* In the aforementioned net game system, the game space on the game 

(■* 

P server may be a virtual "company", and the game may be a character-training 

W game in which virtual "employees" associated with data terminals train character 

by aiming at becoming president of the virtual company. With this arrangement, 
players can, through the game, experience simulated social lessons, for example, 
company duties. According to the invention with the above feature, players can, 
through the game, experience simulated social lessons, for example, company 
duties. 

In the aforementioned net game system, the game server may comprise 
question generating means for generating a predetermined number of question 
sessions, said sessions being shown at predetermined intervals on data terminal 
monitors; transmitting/receiving means for transmitting a generated question to a 
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data terminal and for receiving from a data terminal response data in response to 
the question shown on the data terminal monitor; a parameter storage portion for 
storing said response data together with an associated increment/decrement 
parameter value required for character-training; an personal data storage portion 
for storing a parameter value updatable with reference to information that 
identifies an employee; and character-training processing means for adding to a 
current parameter value said increment/decrement parameter value, said value 
having been determined from the content of response data to a question, storing 
in said personal data storage portion a value for the virtual employee, and on the 



basis of this parameter value, performing a process to promote or demote within 
the virtual company the virtual employee associated with said data terminal. 

With the above arrangement, answers are stored together in association 
with predetermined increment/decrement parameter values required for character- 
q training, whereupon a predetermined number question sessions to be shown at 

q predetermined intervals on data terminal monitors are generated; the generated 



question is transmitted to the data terminals, and response data sent from the 
data terminals in response to the question shown on the data terminal monitors is 
received. Increment/decrement parameter values —these are determined from the 
content of response data for questions- are added to current parameter values 
and stored in the personal data storage portion as values for individual virtual 
employees; when cumulative parameter values go above predetermined values, a 
process is performed to promote or demote the virtual employee, thus providing 
interest to the character-training game. According to the invention with the above 
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feature, processes are performed to promote or demote virtual employees within 
virtual company, thus providing interest to the character-training game. 

The aforementioned net game system may further comprise game play 
processing means allowing a player to select any of a plurality of game modes, 
wherein said parameter storage portion has increment/decrement parameter value 
settings for the different game modes. With this arrangement, acquired parameter 
values vary with the selected game mode, providing more variation in the 
character-training game. According to the invention with the above feature, 
acquired parameter values vary with the selected game mode, providing more 
variation in the character-training game. 

In the aforementioned net game system, said question generating means 
may be accessed from a data terminal to pose a predetermined question. With this 
arrangement, a player's data terminal is posed with a question when accessed by 
the player. With this system, the access history of a player per se can serve as a 
factor in promotion. According to the above feature, a player's data terminal is 
posed with a question when accessed by the player. With this system, the access 
history of a player per se can serve as a factor in promotion. 

This application is based on Japanese Patent Application Serial No. 2000- 
341367 filed in Japanese Patent Office on November 09, 2000, the contents of 
which are hereby incorporated by reference. 

Although the present invention has been fully described by way of example 
with reference to the accompanying drawings, it is to be understood that various 
changes and modifications will be apparent to those skilled in the art. Therefore, 
unless otherwise such changes and modifications depart from the scope of the 
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present invention hereinafter defined, they should be construed as being included 



therein. 
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